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INTRODUCTION 

This supplement provides rules for playing martial artist characters under the Basic Fantasy Role-Playing Game rules. If you 
do not already have a copy of the Basic Fantasy RPG rules, please visit the website and download a copy. 



NEW CHARACTER CLASS 

Great Way Adepts are students of a rare and mysterious 
philosophy taught at some hidden monastery. In their 
striving for perfection and liberation from the limits of 
inhabiting a perishable physical shell, Great Way Adepts train 
both mind and body. 

On their path to perfection Adepts develop incredible 
"powers" both physical and mental. Adepts do not seek to 
achieve mastery on others but only over themselves. 

While Adepts of the Great Way certainly have a religious and 
spiritual outlook, they are not considered clergy. 

ADEPT OF THE GREAT WAY 

Requirements: To become Adepts of the Great Way a 
character must be human, half-elf, or half-ore, and must 
meet the following requirements: Strength 11, Wisdom 12, 
Dexterity 11, Constitution 11. 



Adepts fight and save as Fighters. They are able to use any 
weapon, but may not use any sort of armor or shield. 
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Adepts who remain true to their training develop many 
wonderful abilities over the years. 

Awareness: An Adept's chance to be surprised drops by 1 
(1 on ld6). 

Martial Arts: Thanks to their very hard training Adepts 
become capable of incredible physical feats which make 
them incredible fighters. 

Even though they may not wear armor, Adepts have 
improved Armor Class. Adepts get to add their Dexterity 
bonus to this base AC score. An Adept's improved base AC 
is based on his or her uncanny ability in dodging, and applies 
even if the Adept is surprised. 

Adepts can cause incredible damage with their bare hands 
and feet, striking multiple times per round if attacking 
unarmed. Note that a bare-handed hit on an undead 
creature could be very undesirable if the target creature 
causes damage by touch. 

Also, Adepts are surprisingly fast walkers. Their base 
movement rate increases with level of ability. Adepts are 
capable of adding this movement bonus to any leaping 
distance as well. 
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Martial Arts Weapons: Adepts have such an exceptional 
knowledge of anatomy and armed combat that an Adept 
causes one extra point of damage for every two full levels of 
experience when using melee weapons (not natural ones, 
nor their unarmed combat technique). An Adept can extend 
the use of Stunning strike, Gentle Stroke and Qi strike 
abilities to any melee weapon he is proficient with. 

Qi Powers: Adepts learn to manipulate the flow of 
personal energy within themselves as mind and body begin 
to unify. At each level, the following abilities manifest: 

3rd level Qi strike - The Adept's melee attacks are 
considered as silver weapons. 

4th level Mind over Body - In exchange for one hour 
of meditation per day, the Adept can overcome his 
physical needs: he does not feel hunger, exhaustion, or 
thirst, nor does he suffer any ability reductions for 
privation. 

The Adept can sustain himself with meditation for a 
maximum consecutive number of days equal to his 
experience level. At the end of this time the Adept needs 
to restore his personal energy by resting completely for 
one day for every two days spent overcoming his body's 
needs. 

5th level Heal - The Adept can heal damage on his 
body once per day. The amount healed is ld6+ the 
adept's level. For the healing to take effect the adept 
must meditate for one consecutive turn. 



6th level Speak with Animals - As per the spell. 

Qi strike - The monk's melee attacks are considered as 
magic weapons. This grants no bonus however to 
damage or to hit. 

7th level Purity of Qi - the monk becomes immune to 
natural poisons and diseases. 

8th level Resistance — Adepts of this level are very 
hardy and dexterous, they are able to avoid or 
withstand enormous amounts of damage from the most 
disparate forms of attack. Excluding those for which 
another saving throw type is specified (such as death, 
petrification, polymorph, etc.) Adepts can reduce by half 
the damage inflicted by any breath weapon or spell like 
Fireball. The Adept will take one quarter damage if the 
saving throw is successful and half-damage if not. 

9th level Speak with Plants - As per the spell. 

11th level Charm Resistance - The Adept becomes 
immune to Beguiling, Esp, charms, hypnosis, slow, hold, 
geas, quest and suggestion. 

13th level Gentle stroke — This legendary -and feared- 
attack form enables the Adept to kill another person by 
altering it's Qi flow with just a touch. 

Gentle stroke can be used but once per week, requires 
one round of preparation and the adept must touch the 
intended victim within 3 melee rounds or the power is 
used up. 

It has no affect on the undead, constructs, intangible or 
incorporeal creatures, oozes and other creatures which 
can be hit only by magical weaponry. 

The victim's hit dice or level must e equal or lower than 
than the Adept's or the power has no effect. 

Once an eligible victim has been hit, the Adept can 
cause its death with a single thought within one week of 
time. 

Thief Skills: Adepts have the following Thief skills as a 
Thief of the same level: Move Silently, Hide, Listen, and 
Climb Walls. 

Adepts are learned individuals and can Read Languages as a 
Thief from 1st level. 

Tumbling: Adepts can avoid taking damage from a fall if he 
has the opportunity to make periodic contact with a wall or 
similar surface within 10 feet of him (this surface is used to 
slow the fall). The distance an Adept can fall without taking 
damage is equal to its movement rate bonus. 
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Stunning strike: Adepts have the ability to stun, an 
opponent when they successfully strike in melee. An 
opponent is stunned for ld6 melee rounds if the Adept's 
modified attack roll exceeds the target's AC by 5 or more. 

The target is allowed a Saving Throw versus Death Ray. 

An Adept's stunning ability only applies to some targets: 
undead, golems, incorporeals, oozes, slimes, jellies cannot be 
affected. 

Reaching 9 th level: Once an Adept reaches 9 th level he 
may build a monastery and is declared abbot. He will receive 
a number of followers equal to those a Cleric receives, all the 
followers will begin play as 1 st to 4 lh level Adepts. These are 
the only henchmen the Adept is allowed (See Special 
Hindrances below). 

Special Hindrances: Adepts do have some restrictions for 
all their abilities: 

Armor Prohibition: Adepts may not wear armor or use a 
shield. Armor and shields restricts natural movement, with 
those on a monk can not use any of its special abilities and 
its AC is equal to that granted by the armor worn. 

Loyalty: Once an Adept enters the monastery he is bound 
to obedience to the monastery's abbot. 

Physical and spiritual detachment: Adepts develop 
incredible powers only because they learn to view the world 
as transitory and ephemeral. Adepts should never develop 
any emotional attachment or passion as these are obstacles 
on the way to perfection and enlightenment. In the same 
way an Adept avoids wealth and material possessions. 

Any treasure recovered will be donated to the Adept's 
monastery or some other worthy cause, with the Adept 
retaining only that necessary to have food, shelter and 
clothing for one week. An Adept will retain only one or two 
weapons, and will not accumulate excess equipment of other 
sorts. 

Adepts can use any magical item allowed to Thieves but can 
not use any magical protection device (including armor, 
bracers, shields, rings, cloaks and any other item that imparts 
a bonus to AC or Saving Throws). 



Adepts may keep and use potions (no more than three) but 
must donate or give away any other magical item that stays 
in their keeping for more than one week. 

Adepts may not hold land, own vehicles, animals, servants or 
slaves. 

Adepts may not have henchmen or hirelings nor do they 
recognize family ties. 

Should an Adept become attached in any way, that Adept 
loses his or her Qi Powers until he or she atones in some 
way (at the discretion of the Game Master). 

Limited Advancement: There may only be a limited 
number of monks above 12th level. There is but one of 
each higher level. 

When an Adept gains enough experience points to qualify 
for 12th level or beyond, he temporarily gains the abilities of 
that level. 

Before the level is permanently acquired, the character must 
find and defeat the adept of that level -generally within one 
month's time but the GM can make allowances in some 
special cases if the PC is actively pursuing his target. 

The duel must be fought in the martial style of the monastery 
and is strictly between the two; no one can intervene. The 
duel need not be fought to the death; the first person 
stunned usually acknowledges defeat. 

The character knows the general whereabouts of any adept 
he must duel. 

Being defeated in the duel (or actively avoiding a duel) 
reduces the character's experience points to the minimum 
need to attain the last level he held permanently. 

Failing to Atone: an Adept that does not atone for his 
failures (see above: detachment, obedience and loyalty) 
irrevocably becomes a Fighter of a level based on his 
experience point total the same way a Cleric does (see the 
BFRPG core rulebook). 
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INTRODUCTION 

Great Way Adepts: A Basic Fantasy Supplement (hereinafter "the 
Supplement") is based on the System Reference Document v3.5 ("SRD"), which 
is Open Game Content. The text of the Open Game License itself is not Open 
Game Content. Instructions on using the License are provided within the 
License itself. 

Designation of Open Game Content: The entire text of the Supplement 
(except the Open Game License, as noted above) is Open Game Content, 
released under the Open Game License, Version 1.0a (reproduced below) as 
described in Section 1 (d) of the License. Artwork incorporated in this 
document is not Open Game Content, and remains the property of the 
copyright holder. 

Designation of Product Identity: Product identity is not Open Game Content. 
The following is designated as product identity pursuant to OGL vl.0a(l)(e) 
and (7): (A) product and product line names, including Basic Fantasy Role- 
Playing Game, Basic Fantasy RPG, and BFRPG, as well as the phrase "make 
mine Basic": (B) all artwork, logos, symbols, graphic designs, depictions, 
likenesses, formats, poses, concepts, themes and graphic, photographic and 
other visual representations, including the "eye" logo, which is the personal 
mark of Chris Gonnerman for his various products, and which is Copyright © 
2002 Chris Gonnerman, and the "Scribbled Dragon," which is Copyright © 2005 
Erik Wilson: (C) logos and trademarks, including any trademark or registered 
trademark clearly identified as product identity by the owner of the product 
identity, and which specifically excludes the open game content. 

More information on the Open Game License can be found at: 

http://www.wizards.com/d20 

OPEN GAME LICENSE VERSION 1.0A 

The following text is the property of Wizards of the Coast, Inc. and is Copyright 
2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved. 

1 . Definitions: (aJ'Gontributors" means the copyright and/or trademark owners 
who have contributed Open Game Content: (b)"Derivative Material" means 
copyrighted material including derivative works and translations (including into 
other computer languages), potation, modification, correction, addition, 
extension, upgrade, improvement, compilation, abridgment or other form in 
which an existing work may be recast, transformed or adapted: (c) "Distribute" 
means to reproduce, license, rent, leose, sell, broadcast, publicly display, 
transmit or otherwise distribute: (d)'Open Game Content" means the game 
mechanic and includes the methods, procedures, processes and routines to 
the extent such content does not embody the Product Identity and is an 
enhancement over the prior art and any additional content clearly identified 
as Open Game Content by the Contributor, and means any work covered by 
this License, including translations and derivative works under copyright law, 
but specifically excludes Product Identity, (e) "Product Identity" means product 
and product line names, logos and identifying marks including trade dress: 
artifacts: creatures characters: stories, storylines, plots, thematic elements, 
dialogue, incidents, language, artwork, symbols, designs, depictions, 
likenesses, formats, poses, concepts, themes and graphic, photographic and 
other visual or audio representations: names and descriptions of characters, 
spells, enchantments, personalities, teams, personas, likenesses and special 
abilities: places, locations, environments, creatures, equipment, magical or 
supernatural abilities or effects, logos, symbols, or graphic designs: and dny 
other trademark or registered trademark clearly identified as Product identity 
by the owner of the Product Identity, and which specifically excludes the 
Open Game Content: (f) "Trademark" means the logos, names, mark, sign, 
motto, designs that are used by a Contributor to identify itself or its products or 
the associated products contributed to the Open Game License by the 
Contributor (g) "Use", "Used" or "Using" means to use. Distribute, copy, edit, 
format, modify, translate and otherwise create Derivative Material of Open 
Game Content, (h) "You" or "Your" means the licensee in terms of this 
agreement. 

2. The License: This License applies to any Open Game Content that contains 
a notice indicating that the Open Game Content may only be Used under 
and in terms of this License. You must affix such a notice to any Open Game 



Content that you Use. No terms may be added to or subtracted from this 
License except as described by the License itself. No other terms or conditions 
may be applied to any Open Game Content distributed using this License. 

3. Offer and Acceptance: By Using the Open Game Content You indicate Your 
acceptance of the terms of this License. 

4. Grant and Consideration: In consideration for agreeing to use this License, 
the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive 
license with the exact terms of this License to Use, the Open Game Content. 

5. Representation of Authority to Contribute: If You are contributing original 
material as Open Game Content, You represent that Your Contributions are 
Your original creation and/or You have sufficient rights to grant the rights 
conveyed by this License. 

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE 
portion of this License to include the exact text of the COPYRIGHT NOTICE of 
any Open Game Content You are copying, modifying or distributing, and You 
must add the title, the copyright date, and the copyright holder's name to the 
COPYRIGHT NOTICE of any original Open Game Content you Distribute. 

7. Use of Product Identity: You agree not to Use any Product Identity, including 
as dn indication as to compatibility, except as expressly licensed in another, 
independent Agreement with the owner of each element of that Product 
Identity. You agree not to indicate compatibility or co-adaptability with any 
Trademark or Registered Trademark in conjunction with a work containing 
Open Game Content except as expressly licensed in another, independent 
Agreement with the owner of such Trademark or Registered Trademark. The 
use of any Product Identity in Open Gome Content does not constitute a 
challenge to the ownership of that Product Identity. The owner of any Product 
Identity used in Open Game Content shall retain all rights, title and interest in 
and to that Product Identity. 

8. Identification: If you distribute Open Game Content You must clearly 
indicate which portions of the work that you are distributing are Open Game 
Content. 

9. Updating the License: Wizards or its designated Agents may publish 
updated versions of this License. You may use any authorized version of this 
License to copy, modify and distribute any Open Game Content originally 
distributed under any version of this License. 

10. Copy of this License: You MUST include a copy of this License with every 
copy of the Open Game Content You Distribute. 

1 1 . Use of Contributor Credits: You may not market or advertise the Open 
Game Content using the name of any Contributor unless You have written 
permission from the Contributor to do so. 

1 2. Inability to Comply: If it is impossible for You to comply with any of the terms 
of this License with respect to some or all of the Open Game Content due to 
statute, judicial order, or governmental regulation then You may not Use any 
Open Game Material so affected. 

13. Termination: This License will terminate automatically if You fail to comply 
with all terms herein and fail to cure such breach within 30 days of becoming 
aware of the breach. All sublicenses shall survive the termination of this 
License. 

14. Reformation: If any provision of this License is held to be unenforceable, 
such provision shall be reformed only to the extent necessary to make it 
enforceable. 

15. COPYRIGHT NOTICE 

Open Game License v 1 .0 Copyright 2000, Wizards of the Coast, Inc. 

System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.: 
Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins, 
David Noonan, Rich Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid, 
James Wyatt, based on original material by E. Gary Gygax and Dave Arneson. 

Basic Fantasy Role-Playing Game Copyright © 2006-201 1 Chris Gonnerman. 

Great Way Adepts: A Basic Fantasy Supplement Copyright © 201 1 
Luigi Castellani 

END OF LICENSE 
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